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WELCOME TO THE FIFTH ISSUE OF C-PIA! 
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Last time, we brought news that Kanon was coming to Steam. For owners of 
Kanon on the Nintendo Switch, there'll be a free update to bring it in line with 
the PC version, so you can enjoy reading Kanon in English or Chinese on the go. 


Speaking of stuff we've covered in the past, a Tsuki no Terasu spin-off named 
Boku no Watashi, also known as Boy meets "Girl", has been rereleased for the 
first time in thirteen years! Originally part of a fan disc, this new free release 
makes the game available to everyone. 
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A remake for ToHeart has been announced. You can play with the Original voice 
cast, but there's also a new cast available. Youmiya Hina voices Multi, so I'll 
probably get it just for that. 


PC98 classic Alice no Yakata, somewhat confusingly localized to Alice's Cottage 
here, is now ready to be read in English thanks to BabaJeanmel! 


SnowyAria's translation of Madou Monogatari 3 for the PC98 has been released 
by hacker Yuvi. With this, the trilogy is complete! 


And surprise surprise, the iconic Leaf novel Tenshi no Inai 12-gatsu is also fully 
available to read in English. The patch is over at translator eriely's blog, so be 
sure to grab any updates from there for the most polished version of the script. 


If you're looking for a bit more game in your games, Bomberman Jetters for 
the GBA, a Zelda-style action game utilizing Bomberman mechanics, has had 
its first big translation release! 

It's not quite fully polished, but it's fully playable. 


now on sale on Steam! 
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Designs for Pixel's upcoming STG Bounty Girls have been revealed! 


Drawn by Parodius artist Shuzilow.HA, the three leads will be debuting when 
the game launches sometime in 2025. 
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A JRPG on the Playstation sounds like a guaranteed classic, but the recent fan- 
translation of Ancient Roman is something else. It's hailed quite widely as a 
terrible game, people really don't like it, and isn't that exciting? 

SnowyAria also translated the DramaCD and wrote a handy guide for the game. 


Now it's Nintendo time! EGG, the initiative behind many of the Switch ports 

y we've featured, now has an option on their website to switch to English. 

Wl = (Nowit's easier to search through their selection of games, and you can even 
me request new titles that they may be interested in picking up. 
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One such port is Popful Mail, the comedy RPG featuring the titular elven bounty 
hunter Mail and her growing party on a quest to... well, bounty hunt! 
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Wait, what? 

After more years than many of our readers have lived, the foundational franchise 
is back with a new entry: Emio - The Smiling Man. Not for the Famicom though! } 
The Smiling Man will be launching on the Nintendo Switch, August 29, 2024. 


| Lastly, a new entry in the Famicom Detective Club series has been announced. 
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icle Writer: 


"THEY'RE ALL... SO ANNOYING.” Cs 
"THEY TRY TO BE CONSIDERATE, TRY TO PUT ME FIRST...” 
“THEN THEY PRESSURE ME INTO MAKING DECISIONS | DON'T WANT TO MAKE.” 


Takafumi Sakagami 


One of my favourite media memories was in watching a Grand Theft Auto roleplay server named VCRGTA. 

So when a follow-up named VCRGTAz2 began in December of last year, just before I began working on this 
magazine, I got really into it, so much so that I'm still missing it 7 months after it ended. 

My favourite group to watch were a pizzaria. They didn't do much other than run a comfy little shop, but it was 

a nice vibe of pizza-producing personalities. 

As I write this, the second season of Megami no Café Terrace is airing, which is all about a group who run a café, 
and with it, my desire for store-based stories is at an all time high! 

Can you tell where this is going? 


My goal today is twofold: to read a story about running such a shop, and, as always, to find the medium's best 
ojousama. Conveniently, one of the most popular ADVs of all time, by team who brought us hits such as 

Kono Aozora ni Yakusoku 0 and White Album 2, happens to involve both! 

Today we'll be playing Parfait ~Chocolat Second Brew~, a follow up to Chocolat ~maid cafe "curio"~. 

I haven't played Chocolat, but Parfait's the one with the rude blonde, so it's priority number 1! Co 
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The re-order edition comes with the option to switch between the 

original OST and a rearranged alternative. 

They're confusingly different in tone! 
If I had to quickly generalize them both, I'd say the original soundtrack 
is simple but warm, and the arranged soundtrack is complex but distant. 


If I were to hear them in isolation, I'd prefer the arrange album, but 
when I hear the originals playing in game, they feel right to me. 
Plus, the original soundtrack has this really catchy track with a... 
synthesized organ (I think) that I can't not jam out to whenever I hear it. 
The song is named Chiffon Cake. 


There's a toggle to display track names when new songs play too, and 
of course, you can make it all fade to a lower volume when voices play. 


As it so happens, this 2005 release is not only a pretty impressive tech 
showcase for the time, but some inclusions such as the alternative OST, 
as well as some bonus short stories adapted into AVG format, aren't 

| present in the modern remake, I hear, nor are the additional routes 

from the '07 port of the game, nor some small QoL features, so uh... 

I can only imagine the remake was a controversial release. 


The most curious inclusion is the key config screen, which allows you 
| to remap some features, and also reveals that this game was designed 
with controller support in mind, which is pretty rare, right? 
Curious, I plugged in my Xbox One controller, and yup, it works just fine! 
..Well, it uses the left stick over the Dpad which I'm not fond of, but I'm 
just surprised it works out of the box! 


I'm not a monster, so I quickly put the controller away and returned to 
the keyboard. 
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The namebox floats above the textbox, ¢ 


}) but user-definable coloring can be used 


to denote which character is speaking. 


Because of this, the namebox isn't 
super important, and they actually hide 
it for cinematic effect during certain 
key moments to make for a cleaner 
presentation. 


At the same time, the design of the 
textbox simplifies. 
It's a nice look, and subtle 
enough to not take you out 
of the moment. 


The in-game UI can look pretty clean | 


if you tinker with it, but by default, 
it's a bit busy. ie 
Take the bar at the bottom, for example. #7 

It only shows up when you hover your} & 
mouse near the bottom of the window. 


Meanwhile, on the right side of the 
screen is an element that is already 
hidden by default: a quicksave panel! 
In 2005! 

I still think of this as a modern feature! 


Anyway, you can lock it to 
the screen whenever you want. 
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Much of the game relies on 
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When hovering a choice, it'll give you a 
slight indication of what impact it'll have. 


These guiding notes can be recalled 
via the Event Sheet screen. 


This menu lays out your unlocked scenes © 
in a schedule-type format. This makes 
|00%ing the game without the guide a 
very reasonable task, and the short notes 
on what occured in past days is a great 
way to get a refresher on the plot. 
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A fancy new mall is opening up (can you 
tell this is 20 years old yet?) and Hitoshi is 
asked to open up a cafe. His previous cafe, 
Famille, was a hit, so he’s a safe bet! 


The problem is... Famille was a family 

venture, and our hero’s older brother has 
sadly passed away. 

Sister-in-law Ema, the third hand in running : 
the business, isn't eager to poke at fresh : 


wounds. 


It's a classic “get the band together” story, : 
reuniting old staff with the cafe while 

bringing in some fresh new employees. 
Employees with different opinions, 

different priorities, different perspectives. 


Adding further complexity to the scenario, 
the shop planned to open opposite Famille’s : 
new location is a historical maid cafe that 
Famille took “inspiration” from in the past. 


Introducing Curio #3, a branch of the cafe 
from Chocolat ~maid cafe “curio” ~. 

Curio is far more famous than Famille, and it 
could potentially steal away all Famille’s 
customers if the cafe’s opening isn’t perfect. 


These initial hurdles of finding staff and 
overcoming competition complement each 
other nicely, and create a focused 
introduction sequence to ease you into the 
setting without an egregious amount of 
exposition dumping. 

It gets interesting fast, so it’s easy to 
commit to. 


The formatting is a bit rough around the 
edges though; Hitoshi is very much a 
narrator, he'll sometimes stop his natural 
thoughts to explain things to the audience 
as an aside. 

I can practically imagine him turning to the 
camera whenever he does it. 


I'm not a fan of that approach, personally, 
but I know a lot of people don’t mind 
unnatural exposition. 


The obvious attraction most people will have : 


to this game will be the staff list, primarily, 
the writers, and I can see why. 

There are some moments of greatness that 
greatly appeal to my rhythmic reader side. 


One curious detail when it comes to the 
writing is the lack of ruby text. This seems to 
be a tech limitation, but there are a few jokes 
that would benefit from it. 

As a bonafide Nasu hater, I'm not complaining; 
it’s much more suited to the style of writing I 
enjoy, and the lack of a feature naturally 
forces the writing into being more competent. 
But this is a rerelease! They had almost a 
year to add it in! 


Aside from that minor complaint, the 
production quality is pretty good. 

There are a good amount of sound effects. 
The ambience in some areas, from mundane 
activities to traumatic memories, really 
benefit from the attention to detail given to 
the game’s sounds. 

It takes me away, at times, so naturally. 


There are a few sound effects used to deliver 
story as well, with the script relying on sound 
effects to convey information rather than 
writing it out, reducing redundancy in info- 
dropping. 


It really feels like the game was written (or 
edited) by people who understand what the 
medium is capable of, rather than... y'know, 
those authors who write a script entirely 
divorced from sound and visuals, so the 
sound and visuals struggle to compliment 
the text. We all know one of those. 


Character sprites aren't too varied when it 
comes to poses and expressions, but there 
are a few different outfits per character in 
exchange, and I love a good outfit. 

I think outfits can be more impactful than 
poses and expressions, at least to me. 


They do swap poses and expressions mid- 
sentence to suit sudden changes in tone. 


As a Key fan, I was always frustrated that 
their games never did that despite being 
perfectly capable of it. | even programmed 


some fancier sprite transitions into my Little : 
Busters! Suginami mod to demonstrate how : 


good it could look to some friends. 
I don’t remember if that made it into the 
final version though... It’s been a long time. 


Either way, it’s something I care enough 
about to actively mod into a game, so... 
I like it. 


There are some great flashes of potential in 
the script. Details which appear to be 
mundane or incidental get incorporated into 
the poetry of a scene very naturally. 


For example... The protagonist Hitoshi and a 
girl named Rea are chatting on a cold 
November night, when the cafe’s newest 
hire Yui intrudes. 

This tangent from Hitoshi and Rea’s chat 
begins by comparing the temperatures of 
characters’ hands. Yui’'s are cold, obviously. 


The scene continues onto different topics, 
and eventually to why Yui’s here: even 
though she’s spent time with the group, she 


still feels alienated from the rest of the cast. : 


As Hitoshi reassures her with kind words, 
Yui's feelings are given a metaphorical 
parallel: her hands have warmed up. 
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Scenes like this are what give away that 
there’s some real talent behind the text, 
and it gets me excited for the dramatic 
introspective scenes when internal narration 
naturally takes over. 


There’s another spoilery moment I won't get 
into, but they mirror food and drink with 
reconciliation and kindness; one nourishes 
the body while the other nourishes the soul. 


This introspective poeticism is accompanied 
by fun comedic moments, to help balance 
things out. 
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Now... This stuff isn’t plentiful, but it’s a 
glimmer of what these writers would go on 
to create. 

The vibes can be great, when given the 
chance. It just doesn’t come up as often as 
I'd like. 
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The route going forward is weirdly similar to the The big difference, other than characters, is Gradual and mundane are what I prefer a 
one we reviewed in last volume’s Mashiroiro the tone of the story being told. Maybe it’s when it comes to slice of life style stories, a 
Symphony review, despite Rea being a much because Parfait isn’t set in a school, but it so for that reason, the characters of 
different character to Airi. feels less immature, comedy aside. Parfait are much more preferable to me in | 
general, as is the slice of life. = 
The main hangout spot is an apartment room. 
A crucial plot point involves the heroine getting 
the world’s worst cold. = 
The side-cast play as comedic wingmen who 
want to break through the tsun barrier. 
There are family issues, even! Nowhere near as 
dysfunctional as the ones in Mashiroiro 
; — 
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There’s a grounded sense to all the tropes ] 
on display here. The goofy adults feel more I think Mashiroiro edges out Parfait if we ma 


adult and trendy highschoolers feel like kids. 


The growth they go through is less extreme, 
and I imagine younger readers will prefer 
Mashiroiro’s vibes, but gradual and mundane 
are the name of the game here. 


make it a competition of drama plots 
though. Or comedy... 

The cartoony approach is good for 
displaying exaggerated emotions, so any 
scenarios that suit exaggeration don’t work 
as well in Parfait as they did in Mashiroiro. 


So as the petty rivalry slowly transforms 

into a friendly one, and more characters 

grow invested in the future of the business, : 
the competition expands to a grand 
Christmas finale with everyone's pride on 

the line. 


It’s here where the game's scope becomes 
both a boon and a problem. 


There’s not much fluff in the script, and it’s : 
actually so lacking in fluff that it even takes : 
a chunk out of what I'd consider to be 
primary content. 


A lot of stuff, including relationship 
progression between cast members (even 
the protagonist with the route heroine) are 
distilled down into short “we've been doing : 
this a lot this week” types of narration to fill : 
in the gaps. : 


When it comes to whether Rea’s a good tsundere... 
She says “I hate you” while blushing at one point, so... yeah. 


She’s pretty consistently good. 


When she’s at her best, she’s a very entertaining character. 


At her worst, she’s just kinda cute. 


You really have to meet the game halfway 
and trust it that stuff is happening that 
you're just not able to see. 


While that sucks, it makes for a unique 
feeling set of romance stories, especially 
with the more mature characters. These 
feel like adult romances. 

There's little time for characters to second 
guess themselves because the word count 
isn't large enough for that stuff. 
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What Parfait is offering instead, with the 
Rea route, is a plot where the heroine's 
emotions progress logically from one major 


step to the next, and as soon it makes sense : 


for the two to get together, they do. 


It’s not the fairytale romance some readers 
will prefer, but again, I like mundanity. 


That's a pretty good place to stop your fall, I'd say. 


She’s technically from a rich family, but she doesn’t have a rich girl : 
image. The inflection comes out in a few places, for comedic effect, : 
but she’s quicker to yell like a normal person or whine like a child. 


Both of those come across as pretty cute. 


My favourite lasting memory will be the gag where, whenever she 
tastes Famille’s or Hitoshi’s cooking, she gets super angry and yells : 


“well doesn’t this taste delicious!?” 


She’s not my favourite voice performance we've come across so far, 
but the variations on how she gets angry are very nice, and her 
gentle moments are pretty alright too. Probably better, but... 

Fresh off Mashiroiro, it’s hard to praise a gentle voice that isn’t 
Sena Airi’s. That’s tough competition for anyone. 


The instance where it sounds like she’s going to war over the quality 
of the food is easily my favourite. 

The growl behind her anger sounds really good, very earnest, and 

it makes me surprised that I’m not familiar with the actor behind Rea. 
She voiced Nerine in Shuffle!, apparently, but 1 don’t remember what 
Nerine sounded like at all! It wasn’t like this, that’s for sure. 


That’s the Rea part of this review done, and with that, half our goal 
for this post has been achieved. 

Now let’s talk about the other half, and the reason I’m reading 
Parfait specifically: the shop life atmosphere. 


There are two non-bad endings to the route: 
a good end and a true end. 

The good end route comes shortly after 
choices dry up, but the true end goes on for 
quite a while longer. 

They both have their own unique strengths 
and weaknesses, I'd say. 


The good end route is a bit sudden in how it 
develops. The main plot, some of the side 
plots, and lots of character motivations get 
brushed aside without a mention, so it’s not 
the most satisfying route to step onto... 
However it’s short and sweet. 


The true end takes the time to address a few 
of the characters’ lingering plot threads, and 
it also covers the main plot beats in much 
more detail. 


It may be more divisive though, when it 
comes to story, at least. 

I've said before that the game’s shorter 
length was in some ways a positive, because 
it removed the potential for the writers to do 
bad. 


The true end route, with its long uninterrupted 
unique story arc, is what I'd consider a series 
of writer pitfalls. You're getting a more 
fulfilling conclusion out of it, but the journey 

is far less enjoyable. It’s a rough trade-off. 
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When it comes to the setting, to be honest, 
it’s a bit of a rough start, specifically if 
you're hunting for cafe atmosphere. 


There are a lot of individual scenes front- 
loaded to introduce and establish 
characters, and it takes a while for any sort 
of group dynamic to form. 


Other than the banter with Rea and some 
funny interjections from Curio’s manager 
Itabashi, there’s very little atmosphere to 
be had. 


But as I said before, this is a “get the band 
back together” type of story. 

The first three or four pieces of the puzzle 
aren't enough to form an image, but once 
people beyond the initial three hires start 
joining Famille, the cast start to settle into 
a routine. 
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When going over the UI earlier, I said that 


I wasn't a big fan of the map screen, and this : 


want of a group dynamic is part of the reason. 
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These decisions will almost always lead to a 
1-on-1 scene involving whichever character 
you choose to hang out with, and at best, 
they'll have a few lines of cafe life at the 
start to set the scene. 


Later on, these expand a bit to sometimes 
include two characters at once but it’s still 
uncommon. They do make a joke about it 
being a pizza place though, so bonus points! 


This, on its own, isn’t a problem, but these 
scenes make up a large chunk of the script. 


It's very often that a day will start with a 
map screen, play a scene involving whoever 
you choose to spend time with, and then it'll 
skip to the next day’s map screen. 


The padding is distributed unevenly, and a lot 
of it feels like I'm missing out on good stuff. 
Some blanks can be filled by reloading and 
going elsewhere, but it’s a disjointed method. 
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This does have a bit of an upside in that 
relationships feel more mature because 
there's less wishy-washy overly-shy 
incremental progression, but I think I was 
expecting more of a Kazoku Keikaku or 
Little Busters! type balance, where the 
routes certainly become more heroine- 
centric, but much of the journey leading up 
to that is spent within a group. 


That’s not really what Parfait is going for, 
unfortunately. It wasn’t until the end of 
common during Rea’s true end that they gave 
a long scene of the cafe doing cafe work and 
bantering in between the busy blips. 
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What all that solo time with various 
characters does do, however, is endear me 
to the relationships between Hitoshi and 
the others. 


Even though I was focusing on Rea’s route, 
I found myself wanting to spend more time 
with a few other main heroines and a 
couple of the side-cast. 
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To be honest, this review was delayed 
because Yui’s route is kinda linked with 
Rea’s, so that was almost a 2-in-1 route 
completion. 
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I was contemplating reading Rikako’s as well, : 


but I'll save that for when this volume of 
C-pia! is published and my free time 
suddenly opens up again. 


Normally I just do the true end of the 
focus heroine in order to lower production 
time on articles, so I spent a bit more time 
on this game than planned. 


Seriously, I really like some of the 
personalities on show in this story. 


It’s to the point where I kinda regret not 
getting Standard Edition, which adds two 
new routes for characters I reckon I'd really 
like, including this girl, Mizuna. 
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Her voice is great, her dialogue is written 
to err more towards casual, and I love the 
sound of lazy Japanese. 

Way better than the formal stuff. 


To be frank, if the routes weren't so lacking 
in padding, I'd've probably had to postpone 
this issue yet another month, so... maybe 
it’s for the best! 


If wanting more isn’t a sign of a good game, 
I don’t know what is! 


I think it also says something that most of 
my complaints come with a positive side— 
effect, sometimes outweighing the negative. 


The structure is bad for a group dynamic, 
but strong for individuals. The short length 
leaves more to be desired, but lessens the 
contrivances getting in the way of romance. 


There’s no ruby text, so the writers have to 
figure out how to write competent sentences 
without relying on a crutch. 
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Is it a perfect game? Not by any means. 
But it’s not a long game, and it’s a reliably 
entertaining romance game with a good 
common route and some endings that may 
or may not be to your taste. 


Oh also, this is partly a Christmas setting, 

so if you're looking for one of those this year... 
there’s not much competition, let’s be real. 
Read this one. 
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It may come as a surprise to people familiar with the 
Nintendo DS, but when it comes to the Gameboy 
Advance, you can’t just buy a cheap R4 card and call 
it a day. 

The price of a mid-range flashcard will oftentimes be 
higher than the price of a handheld emulation device 
capable of running PS1 games. 

Heck, you could probably find a secondhand NDS and 
an R4 card for cheaper! 


If you specifically want to use a GBA or an SP ora 
Micro, you're gonna have to open up your wallet... 
barring one exception. 

The SuperCard is an infamous flashcard that is super 
cheap, immediately available on Aliexpress, and very 
very old. About as old as the DS, 2004, and even 
back then, it wasn’t well-liked. 

It’s the only budget option, but to a lot of people, it’s 
not a real option. 
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So, 20 years later, in 2024, a new hobbyist scene has 
appeared. Some people over at GBAtemp have begun 
developing custom firmwares and kernels for the 
system. These provide greater conveniences, nicer 
menus and loaders, compatiblity with modern SD 
cards, and greater emulation for all the previously— 
supported systems, as well as some totally new ones! 
Hardware limitations still exist, but the software for 
SuperCard is getting an impressive overhaul. 


I've never been able to justify buying a flashcard for 
my own GBA before, but I enjoy watching this kind of 
stuff unfold, so spending £3 to test it out for myself 
is a no-brainer. 

While I could test it out on homebrew that other 
people made, where’s the fun in that? What could be 
greater than seeing your own character on that little 
gameboy screen? 

Today, we’re making an NVL engine for the Gameboy 
Advance! Introducing SepiaNVL! Let's take a peek. 


Kill Points 


Article Writer: 


E f l fal (\] Wi Takafumi Sakagami 


a 


GBH 


These two are built with Butano, a fan—made 
general purpose GBA engine built in C++. 

Now if you don’t understand any C++, don’t 

worry, neither do I. It’s all nonsense to me, but 
they say that understanding is only half the battle, 
so let’s ignore one half of the battlefield and take 
the easier fight. Chaaaarge! 


You can display a background, then specify a 
region in the foreground that acts as its own 
screen, effectively. This region can be any size, 
any shape, and it can be zoomed, stretched 
and deformed. 

Furthermore, you can adjust the transparency 
of the window purely using code. You could 
design a window graphic in full color, then 
leave it to the GBA to make it transparent. 


Initially, I was going to create a simple solution 
that displays a single image — sprite and back- 
ground combined — then displays text over it. 
That would honestly be enough of an achievement 
given that I have no idea what I’m doing. 

So my immediate idea after was thus: 

Display the background using this ‘window’ 
feature. This allows us to crop and move our 
background at any point. We can have a full- 
screen background, or we can turn it into a 
panel that looks cinematic. 

Think Narcissu or Katahane mixed with Mahoyo 
or the Tsukihime Remake. 


But there was one thing in the demo projects that 
caught my eye: windows. 
Not the operating software, but this... 


4A mock-up 
of the idea I 
had floating 
around in 
head. 


Cropped BG 
and above it, 
a sprite. 


Then we've 
got our text! 


It's a simple demonstration of splitting the screen 
up into regions. 

When I read the description of it, it didn’t sound 
great, but the demo itself is perfect. 

Let me explain why... 


Above that, we display the character sprites, 
as normal. Well, | say “as normal” but I don't 
wanna learn how sprites work, so these too 
shall be backgrounds. Backgrounds on top of 
backgrounds! 


Then finally, above everything else, a trans— 

an, of course, make lucent window that acts as our textbox. Once 
again, we can crop and move this box around, 
allowing us to switch between full-screen text 
presentation and a dialogue box presentation. 
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There’s good reason for this too. Text on the GBA 
is handled the same way sprites are, and there's a 
limit to how many sprites can be on screen at once. 
A conventional dialogue box that can’t hold much 
text is perfect if we have sprites dancing about, 
because it’s less likely to hit the sprite limit. 


When little is happening visually, we can dedicate 
more of our total sprite count to text, so breaking 
out of a tiny textbox and taking over the full screen 
works well. 


After much trial and error, I got a pretty basic 
system set up. Just as the mock-up was made to 
look, we have a background in a window, a sprite on 
top, and then a translucent textbox. 

You can press Select to hide the textbox, and since 
text display is reliant on the textbox existing, any 
text inside will also be hidden. Hit Select again to 
restore it. You can hide the background by 

pressing B. Both work in unison. 


You can progress the game by hitting A. 
Here’s how the display progressed as I slowly got 
all these systems set up! 


Everything in C++, from what I can tell at a 
cursory glance, is compartmentalized as scenes. 
These scenes are just bits of individualized code 
you can jump to when you need, and when that 
code is all done running, it'll go back to wherever 
you jumped from. 


All the stuff I'd made up until now was split 
across two scenes: the two layouts, of course, 
with the images, text, everything coded in. 
Pressing A simply progressed the code from 
scene 1 to scene 2. 

So I cut out a bunch of chunks from those 
scenes and put them into their own scenes. 
They're “void” scenes, technically, and I was a 
bit worried this wouldn't work because void 
sounds like a thing that erases stuff, but... it 
seems fine. Dunno why it's a void. 


Then I kinda figured out how if statements 
worked, and now, instead of copying this long 
line of code... 

internal_window.set_boundaries(-70, -120, 24, 120); 
I can instead type 

int bgpos = 1; 


While this is nice for storing layouts so I 
don’t have to remember coordinates, it’s 
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The big problem is that my code is getting very 
messy, and for good reason... | don’t know what I'm 
doing. I'm not understating how little I know. 


Every problem I have can’t be fixed by a quick web 
search because the language of the documentation 
is alien to me. 


I don’t understand anything, Google is useless to me. 


What I need at this point, more than anything, is the 
ability to section off parts of my code, such as 
these layouts. I want them to be presets, so that 
instead of programming the whole layout each time, 
I can just say “load the layout I want.” 


I don’t really understand how arguments work, and I 
just barely get how if statements work in C++, so... 
I've kinda got a solution, I think. 


As yoU) can see, the |G can 


far more helpful when it comes to 
swapping images and text on the fly. 


The text from before was written 
directly into the code, where the 
programmer sits. 


In my mind, dialogue and scene direction 
should be able to handled by the writer, 
so moving that stuff as far away from 
coder nonsense is a key goal I have. 
With that process underway, we have 
this. 


while(true) 


bep 


It's a loop that always runs. For as long as this 
“while” is true, it'll check the presets, set the 
background and sprite images and positions, 
trigger the scene and the text it contains, and 
so on until the end of the game. 


Next up, we need to bring text input over here 
as well, so that you can type the entire game 
out down here without having to touch 
anything else. 

So, text it is! 


The font is generated one letter after the other, 
for readability, but in order to do this, we have to 
generate each one as an individual sprite. 
There's a pretty harsh sprite limit though, so to 
avoid hitting that limit and crashing the game, we 
need to swap out the individual letter sprites for 
some larger sprites that contain entire words. 
Then we can delete the individual letters to free 
up space! 

Do it fast enough, and the player will never see it 
happen. 


This is done every time a line completes, which is 
either when you linebreak, or when you end a 
sentence. The code checks for a user-defined 
symbol, I went with |, to figure out when to stop 
and swap. 

While it’s stopped, we can give control to the 
player! Press A to progress, and so on... 

And what would text be without a box to rest in? 


BG/text.@ 


<< 
A textbox layout has been added, toggleable by 
switching the dialogue_layout between 1 and 2. 


The textbox has a namebox too, by default. I 
didn’t really think about disabling that when I 
made it, but I suppose you could swap out the 
graphic for a nameboxless version the same way 
you would swap a background or sprite. 

It’s the same display system. 


I also made a separate file that contains a bunch 
of premade transitions, so you can quickly type 
fade::in_slow(); or fade::out_fast(); to transition 
between scenes. 

It’s not like it’s separate for practical purposes, 
but it’s the most bone-headed caveman code 

I've ever written, and quite frankly, I’m ashamed 
of it. I don’t want to look at it, so it’s hidden away. 


Oh, and the text window looks a bit prettier now. 


Demos on the next page! 


Skill PointsT 


For fading character sprites in and out, I first came 
up with a really elegant solution that did basically 
the same as scene transitions, but a bit less 
cavemany since I knew what I was doing this time. 
But then I watched our orange-haired mascot fade 
onto the screen and... it was very unsatisfying. As 
an artist, being stuck with a boring ol’ fade is 

kinda lame. 


So instead, it’s a bit more complex and takes up 
more space on the cart, but I've added a system 
that allows you to hand craft your sprite transitions 
so that you can make them look however you want. 


You can adjust the pixels, you can adjust the 
timing of each frame of the transition. The main 
drawback is that it’s a per-sprite implementation, 
so you'll probably want to add transitions as and 
when you need them, to save space. Still, you can 
replicate basically any game’s transitions with this. 


To make up for the heavier implementation of 
transitions, | went back and optimized how the 
textbox and dialogue are presented to use up 
even fewer resources. Well, as “optimized” as 
someone with no idea of what they’re looking at 
can get. 


Finally, I made a tool that automatically converts 
plain text files into programmed dialogue! 


“Some words asking about city life. A bit about the news..." 


“Nothing particularly interesting, but there's a tinge of nostalgia embedded within this familiar handwriting.” 


Her "So? How is it?" 
It's just an update letter. She sends these sometimes." 


“T place the letter aside. I can store it somewhere later." 


“This inpot automatically becomes... 


Script Converter 
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ute 
t 
README.md 
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Fade in a cat 


Texter: :dialogue(dialogue_text_lines, dialogue_ 
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Hide those sprites! 


With all that said and done, the only major feature 
not yet implemented is saving, which to be honest, 
I don’t really care about. 

The SuperCard has save-states, as does every 
GBA emulator under the sun. 

I added a simple save point system and called it 
good enough. 


So, with everything done, here are some demos 
I've quickly put together using our new engine! 
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First, the template project has everything I've 
mentioned thus far, plus an in-game menu that 
pops up when you press start. 

None of the options actually do anything, but it’s 
there to show people how to make a pause menu. 


This is the base that other games are built on 
top of, so it’s very bare— 
bones and has no actual 
content to speak 


if (true) 
{ 


bn::string view dialogue_text_lini 


“Some words asking about”, 
“city life. A bit about the", 


e 
texter: :dialogue(dialogue_text_1i1 


bn: :core: :update() 5 


if(true) 


“Nothing particularly", 
“interesting, but there's a", 
“tinge of nostalgia", 
“embedded within this”, 


Next, a recreation of Kanon’s intro. 
It has the scene between Yuuichi and Nayuki 
(voices included) and some of the OP animation. 


41 gota bit 
bored of 


Oh, and as pointless as it is, I also decided to 
recreate one of the alternate textbox designs 
from the reallive build of Kanon. 

It's very orange! 


“familiar handwriting", 


B 
textert :dialogue(dialogue_text_1i1 


bn: :core: :update() 5 


if (true) 
{ 
bn::string view dialogue_text_lim 
“Her”, 


“So? How is it?", 


+ 


textert :dialogue(dialogue_text_1i1 


bn: :core: :update() 5 


Next up, one of my own games: By Your Side. 
Take a look at how this PC game looks, now 
running on a GBA! 


The assets were a bit of a lazy rushjob, but the 

gameplay is a pretty close recreation. I didn’t 

add every scene (I'm not here to pirate my own eroine eromne 

works) but there’s a solid 21 minutes of game- How about... You ask me to marryiyou?, Hmm? Oh\darling, Igekies 

play here if you play through it optimally. 

These traditional dialogue 
scenes are RNG-dependant. 


”Optimally?”, you may ask. 


While SepiaNVL is intended, first and foremost, — 

to be used for NVL development, I figured the Hy = Complete quests and raise 
best way to demonstrate the how-tos of the si ; = stats to change the results! 
engine would be to make something a bit more Act oe : 

involved: an SLG. 


In By Your Side, you play through a repeating || pope LT as ie ae 


daily loop. You make a decision on the morning, 
in the afternoon, and on the evening, then go 
to sleep. Wake up and repeat! 


The day begins with a decision menu that 
determines your morning activity, then you 
travel via a map screen for work in the after- 
noon, and return home on the night to make 
another decision. 


Along the way you earn money, raise your stats, [j 
and unlock new scenes. 

In Key-fan terms, it’s basically a Dousei clone. 
What does that mean? Non-linear progression! 


You can write your scenes in individual files, as 
fragmented as you like, then plug them into the 
main gameplay loop whenever you need them. 


I remade the original theme song for the GBA, 
we've got all the original voice acting, the living— 
room changes depending on your progress as it 
did in the PC version, but... 

I may’ve gotten lazy and left the heroine’s 
expressions unprogrammed. 

It’s functional, at least! 


Having ported portions of two PC games to the GBA in a brief amount of time, I feel pretty satisfied with 
where SepiaNVL is at, so I’m opening it up to the public. It’s on Github, there'll be a link to it on our 
website, and... hopefully it’s fun to mess around with. I had fun, at least. 


When compared to the different Visual Novel engines I've seen running on the GBA, from older stuff like 
Inside-cap's ports (like this AIR one) to modern developments such as akkera102’s Mugen Yasoukyoku, 
they're slightly more featureful than the current Sepia engine. 

They've got better saving and loading, plus a backlog. Those would be nice to include as defaults, eventually. 
However, their methods require much more understanding of GBA development to use, and they're a lot 
more manual, so you'll have to put in the work if you want to understand their code. 


Hopefully the ease of use makes our new little Sepia engine attractive to the less technically inclined 
hobbyists out there... 
But if not, at least we got an article out of it! 


Article Writer: 
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Megiddo 


In this JRPG by Leaf, our great hero is a young 
archaeologist named Bagel. He’s a bit of a reckless 
scoundrel, quick to brag, quick to flirt, quick to lie, 
and quick to take an easy escape. 


Prompted by the director of the orphanage he grew 
up at, Bagel heads out on a journey to the eastern 
town of Saltbell to deliver some things to his fellow 
orphan-of-war, Maria, and to explore the endless 
sand at the edge of human civilization: 

The Edge of the World. 


But the journey takes a bit longer than expected. 
He doesn’t have enough money for the whole trip, 
so he’s kicked from the carriage mid-way. Then he’s 
attacked by a mechanical monster, so he flees into a 
cave that conveniently takes him straight to Saltbell! 


Bagel’s a bit of a hermit, and hasn't been paying 
attention to the world beyond the things that 
interfere with his archaeology, so he depends on 
Maria to update him on things. 


The orphanage he’s from, and orphanages country- 
wide, are being shut down to spare funds for the 
ongoing war. 

There are mechanical soldiers roaming the land 
who've seemingly broken free from their command, 
raiding rural towns and villages. 

Danger from outside the country; danger within it. 
It's a bad time to be alive if you ain’t a battle junkie. 


For a reader, the dots connect pretty quickly. Find 
new land and a war of territory ends, right? 

But Bagel doesn’t care much for the war, or fame, 
or money. Rather, he’s driven by pure curiosity. 
What exists beyond The Edge of the World? 

Well, it’s a bishoujoge, so naturally, there’s a pretty 
girl who needs saving. 
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What follows is the usual affair. 
Mysterious girl, magical item, chosen hero, evil 
forces, fate of the world, etc... 


You'll have to look pretty far to find someone 
who loves the story of this game, and even 
further to find someone who likes the 
protagonist. 


You may be wondering... what’s so special 
about it then? 


The truth is, I think people nowadays are 
more likely to appreciate it than the 
disgruntled fans of the late ‘00s were. 

Or... well, the people who'd still bother to give 
the title a chance might be. 


There are really two contexts to consider 
looking at this game. 

Despite being released in 2008, Megiddo has a 
distinctive early PS2-era feel to it. 


With greater hardware behind it (and many years 
of tech progress) this is a game with a higher 
resolution than a late-Square or early Square 
Enix RPG, and the models seem relatively high 
poly, but... it’s less visually impressive. 


It’s closer aesthetically to those Pokemon RPGs 
on the Gamecube. I'm a fan of that style, though, 
and therein is the first context: 


As a modern gamer, this recaptures a very 
specific age of Japanese RPGs, an age some 
would consider to be the genre’s golden age. 


The other context is, well... 2008. This is a time 
where the PC market is plummeting and consoles 
aren't doing too great either. 


The PS3 has settled in, and we all know how 
much of a struggle it was for Japanese devs in 
general to transition into the era of HD game 
dev, so the quality level expected by fans due to 
the PS2’s library isn’t quite being hit. 


Over on PC, these kinds of 3D JURPG eroge are 
incredibly rare, and even if you remove the “ero” 
part and focus on more traditional experiences, 
the big mainstay brands such as Nihon Falcom 
have long-since ditched the platform in favour 
of handheld devices. 


Sony’s PSP has been the primary platform for 
JRPGs for a couple years already, and Nintendo's 
DS is no slouch either. 


Leaf themselves will soon be eclipsed by the 
console-heavy focus of Aquaplus, where long- 
desired sequels to properties such as 
Utawarerumono and Tears to Tiara were locked 
away, alongside stuff like... the remake of White 
Album of all things! 

I'm still salty about it all, if you can’t tell. 


Add in the general frustration with Windows Vista 
and it’s a sad time to be a Leaf fan! 
..or it was for me, at least. 


So with this style of game almost vanishing from 
home consoles, and with the PC market drying 
up, it’s remarkable that an RPG reminiscient of 
PS2 games launched on the PC in 2008 and has 
remained PC-exclusive to this very day! 


Not only was there no competition on PC, but 
there was no competition anywhere anymore. 
It was all in the past. 


To people experiencing this so shortly after the 
big shift in gaming, this may've felt like more of 
the same, for better or worse. 

Like the last harem anime to adapt an eroge 
before the boom in popularity ended, it falls as 
the last droplet in a big wave; a bit unremarkable, 
but the end of something special. 


And at that time, you were either sad to see it 
end... or you'd already moved on. 

Maybe a bit of scorn towards the industry in 
general, the way things were heading. 


To some, it’s an overly-linear RPG like many 
others, but hey, it’s on PC this time. 

To others, it’s a bad story with an unlikeable 
protagonist. 

But to me, it’s oh so charming. 
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The town design is rustic and intricate. 
Footsteps sound different on wood than stone. 
A sound in the distance grows louder as you 
approach. The attention to detail is great. 


The models are simple, relying more on textures 
than polygons, and they come from a time when 
antialiasing worked without making everything a 
blurry mess. Can we go back to that? 


And for all the meh reactions to it, the story is a 
grand adventure that foreshadows twists well and 
captures despair quite effectively. Sure, it’s not 
Utawarerumono, but it’s not as plain as it seems. 
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At the time, no one knew that Megiddo would be 
the last of its ilk for a long while, and everyone 
was torn between loving 3D for the graphical 
advances made and resenting 3D for ruining 
certain genres and developers. 


But now it’s a window into a time when things 
were simple enough, and they were complex 
enough. When perfection and progression weren't 
what mattered most, and party member outfits 
were free, we had a charming age of experimental 
games by uncertain, unfamiliar teams. 


| Whatever the world may say, they were perfect 


enough for me. 


// PLAYEDIT YET? 


Even though Leaf has its lofty reputation, and their RPGs had quite a following at the time, 
I don’t think I’ve ever heard anyone talk about Megiddo before. 
Turn-based combat for whatever reason fell out of favor a long time ago, and anime fans hate 3D, 
so maybe those stigmas are keeping people away. 


I’m not much of a turn-based fan, especially with random encounters, but most of my distaste for 
them comes from glacial PSX loading times and the sinful lack of a ‘turn off battle animations’ option. 
To any game designers reading this: if your creative vision gets in the way of player enjoyment, 

go to an optician; your vision sucks. 


But put that aside, and I’m probably more forgiving than most. More gameplay is more game, and an 
RPG is only as good as its encounter design, so of course | want to get to grips with it. 


I did notice there was a ’story’ option on the difficulty selection screen, Maybe that makes it 
quicker to breeze through. I dunno. If you play it, let me know! 


As a collective group, why do I like these 
characters? 

What is it about this group that puts them at the 
top? What does it say about my tastes? 

They're all anime girls, of course, but other than 
that... there must be a pattern, right? Somewhere? 


Staring at an age-old spreadsheet of my 
favourite TV shows, games, and characters, 
I went about filling in entries from the most 
recent season of anime. 

It was a good season, so my entries were all 
landing pretty high on the rankings... 


Some are kids, some are teens, some are adults. 
Some are cool, others are cute. Trendy, dorky, 
loud, quiet, confident, shy, happy and depressed. 
It’s a full spectrum of characters who look and 
act differently. 


But my eyes soon drifted up to the very top, 
to where my all-time favourites sit proudly. 
A thought I've had many times in the past 
rose back to the surface of my mind: 

Why do I like these characters? 


I don’t know what ties my favourites together, 
and I've never been able to find answers on my 
own, so I went out to ask... 


Individually, I know why I like each of them, 

but if Humans are known for anything, it’s their 
ability to find patterns where none exist. 

It’s an instinctual talent, and yet... I've never 
been able to find that pattern in my own R Have you ever noticed a similarity between 
favourites. your favourites? 


For example, here are nine characters I really like. With that question in mind, I asked around for 
some opinions! 


| would theorize that most people tend to like characters who 
either reflect things they see about themselves or who manage 
to act in a way the viewer themself wishes they could... 


In more realistic terms, I always disliked birds as a kid. 
One of my best friends loved them, she had a house full of 
them, and whenever I hung out at her place, it’d be the 
noisiest thing. 

Even then, in that kind of scenario, I wasn’t a fan of birds. 


But I'd need a grant and access to a bunch of undergrads to tell 
if I'm right or not. 


This response is, well, quite a psychologist’s approach. 

It reminded me quite a bit of the idea of emotional association, the 
most well-known example likely being Freud’s Oedipus Complex 
theory. Different topic and focus, but the overall idea of associating 
deficiencies and desires with people and characters is the same. 


Years passed, relationships changed, and I found myself with 
a new best friend. She adored birds in a slightly different way 
to the girl I once knew, and now when I see birds, I think... 
“My friend would like that bird.” 

I find myself not disliking birds anymore; I associate them 


I can almost identify that in my own life, just... less about the self- 
with the happiness of a person I like. 


image and more about my relationships with others. 


I don’t know what made those two cases different, maybe 
my own maturity, but I definitely notice that kind of 
emotional association in my own life, however it’s all 
mapped onto other people. 


There was a manga, over a decade ago now, named The World God 
Only Knows. It was one of the few manga | kept up with chapter by 
chapter, and by the time it ended, I'd been a fan for a quarter of my 
life. 

My favourite character in it, Goido Yui, was a cool girl who wore 

suits and behaved in a stereotypically princely manner. 

Those weren't tropes | cared about prior to that manga, but because 

I liked Yui, I began liking those tropes. 

Now, cool princely girls are my go-to ‘type’, for lack of a better word. 


It’s not what I see in myself, nor 
what I'd want to be. 


Instead, they’re reminders of 
things I like 


What I liked at the time became the basis of what I'd like going 
forward, but those characters aren't Yui. They aren't my favourites. 


But... does any of that help me find my answer? Do | like these 
characters because they remind me of things I like? Or because I 
can project myself onto them? 

To put it bluntly: no. That’s not the answer, not for me at least, but... 
The responder here, Kinstryfe, is a fellow writer! He writes for the 
idol group Interlunium. 


In it, an idol fan said something that’s stayed with me ever since: 
“Idols are a mirror.” 

I have no doubt that, when it comes to idol fans, hero fans, and 
maybe even beyond, Kinstryfe is totally right. 

What some people like is a mirror of who they’re meant to be. 


We can see an element of that persists in this response of 


I'm reminded of a BBC documentary back in 2017 named Tokyo 
Girls. It focused on an idol named Hiiragi Rio, examining idol culture. 


| tend to go towards certain tropes/personalities - for example, my favourite in 
CLANNAD is Kotomi and for AIR that would be Minagi (you can see the similarities). 
For that specific type/personality it might be because | empathise a lot with them. 


But not always. In LB my favourites are Kud/Rin even though they don't fit the 
usual trope/personality | go for. Probably because | just really like the way those 
characters are written and their voice actors. VA's are an important part of it too. 


The idea of relating to a certain type of personality is here, but there’s 
an extension to that idea. Sometimes a personality or a voice or even 
just a backstory can elevate a character beyond those initial biases. 


I may gravitate towards cool girls, but if most cool girl characters are 
underwhelming, and the ultra—cute girly girl in a story is well-written 
and has a great voice, she can surpass my first-glance preferences. 
This is where the more superficial elements get involved, and those 
elements are so individualized, | begin to understand the lack of 
consistency in my own preferences. 


A recent anime that aired, Lv2 Cheat, was a lot of fun to watch. 

I didn’t care about the story or the characters, it wasn’t well-animated, 
the music wasn’t anything special, I didn’t laugh or cry or react much 
at all... but it was a lot of fun. 

Why? Because the two main characters were voiced by the actors 
behind the iconic mid-’00s moe anime combination of Hino Satoshi 

and Kugimiya Rie. 


Shakugan no Shana, Zero no Tsukaima, but outside of some moments 
in Honkai Impact 3rd, it’s a pairing that hasn’t been put back together 
since the early 10s. 

Their voices are so good together, I’d watch anything, but when you 
factor in the other voice actors present (Tamura Yukari, Kawasumi 
Ayako, Horie Yui, and more) it becomes a party of iconic voices that 
any die-hard anime fan would enjoy. 


Voice actors have a lot of power, and I can firmly state that my all- 
time favourite character, Fujinami Tomoko, is my fave because of her 
incredible voice! And yet... Miss Crane in Fate/Grand Order has a 
similar performance by the very same actor, and | feel little towards 
that character. 


Zipplet, member of translation group Eien (among other things). 


There’s clearly more to Tomoko than her voice. It’s not as 
simple as liking one thing about her; that’s not enough.. 

As it so happens, Lv2 Cheat sits in my earlier-mentioned 
rankings spreadsheet. | gave it a 6/10. Voices weren't enough. 


Think about how many factors are involved in realizing a 
character. Voices, yes, but also everything else. Their hair, 
eyes, outfits, theme, story, style, the way they’re written, 
they're acted, the story they're in, the way they’re animated. 


No single aspect is enough to carry a character to the very 
top alone, and maybe that’s why I've never been able to pin- 
point why a certain group of characters are my ‘favourites’. 
And yet, with all those different factors to think about, you'd 
think there’d be some overlap between the characters. 
Maybe not all of them, but a few, right? 

2 have their forehead showing. 4 have their hair tied back. 
Most of them have long hair! Maybe I’m getting somewhere by 
judging solely their hairstyles, but how many characters with 
these traits do I detest? 


Maybe the reality is just that characters are too complex a 
combination of factors to try and simplify into generalized 
descriptions. But the more disparate factors get involved, 
the more an actual pattern would stand out, don’t you think? 
Preferences aren't a true random generator, they're personal 
and reflective of who we are in some way. 


Can you find that reflection? 

Next time you think about your favourites, maybe you'll realize 
something about yourself. Maybe the pattern will be clear. 

Or maybe, like me, you'll be left wondering forever... 

Why do I like these characters? 


THANKS FOR READING! 


SOURCE PLEASE: Kyacchi22 


This issue of C-pia! Magazine was the sole creation 
of Takafumi Sakagami @ Kyacchi22, with quote 
3 - Contents submissions from Kinstryfe and Zipplet. 


This magazine is made for free and given out for free. 
If you'd like to support the creation of future issues, 
please share the magazine around with those who 

5 to 8 - News might be interested. 


We don't take cash donations, but if you'd like to 
9 to 20 - What Are You Reading? donate words, we're always looking for contributions. 


Without the work of other people, we'd have nothing 
to talk about in these pages, so | hope you don't mind 
if we dedicate a page to shouting out our sources. 


21 to 24 - Skill Points 


Ge « ig « KA oe, ey « 


"kU "i "Ud "Ud 


25 & 26 - Something Special About... WT TTT Hi of f 


27 & 28 - Have You Ever...? 


C-pia! 


This magazine is distributed for free. 


Send all feedback, submissions, and business inquiries to 
TakafumiSakagami@gmail.com 


c-pia.github.io 


